











11 1 - Don t m ' ss out on our ultra-cool collection 

of official Atari Ja 9 uar merchandise — 
featuring hats, T-shirts, tote bags and much more! 
For your free catalog, call 414-241-3313. 


Stuck? Frustrated? Need a Hint? 

U.S.A. Customer Help Hint Line 

1-900-737-ATARI (1-900-737-2827) 

95< pa minute. II you ore unto 18, be sure to gets patent's permission before eating. 

A loodHone telephone is requited. 


U.K. Jaguar Software Helpline 

0839-994460 

loguor SotNiae Helpline, Cuckoo Whotf Units H Uhfeld M , Aston, Birmingham. B6 7SS 
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Cals cost 39p pa minute cheap rate, 49p pa mmute at d other times (moxitmm charge £3.20). 
Prices and gomes featured on this service correct at time of going to press. 

We reserve the nght to change the gomes featured on the helpline without pna notice. 

If you wish to join the Official loguor Qub. please send tout name ond address details to: 
Jaguor Oub. Atari House. Slough. S12 SB7 


ATARI INFO CONSOMMATEUR 

36.68.00.16 (2,19 LA MINUTE) 


Read before using your Atari video entertainment system. 

A very smalt percentage ot individual, may e.perience epileptic seizures when exposed to certain 
light patterns Exposure to these patterns or backgrounds on a television screen or while playing 
video games may induce an epileptic seizure m these individuals Certain conditions may induce previ¬ 
ously undetected epileptic symptoms even in persons who have no history of epilepsy If you, or any¬ 
one in your family, has an epileptic condition, consult your physician prior to playing. If you experi¬ 
ence any of the following symptoms while playing a video game — dirtiness, altered vision, eye or 
muscle twitches, loss of awareness, disorientation. any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING to owners of projection televisions: 

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT. 
Avoid repeated or extended use of video games on large-screen projection televisions. 


This product has been rated by the Entertainment Software Rating Board. For in 

tion about the ESRB rating, or to register a complaint about the appropriateness of the rating, 
contact the ESRB at 1-800-771-3772 





The Bruce Lee Story 


JAGUAR'" 64-Bit Interactive Multimedia System 
Game Manual 


Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is intended for 
use exclusively with the Atari Jaguar System. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play to 
rest yourself. 

Atari Corporation is unable to guarantee the accuracy of printed material after the date of publlca- 
| tion and disclaims liability for changes, errors or omissions. Reproduction of this document or any por- 
1 tion of its contents is not allowed without the specific written consent of Atari Corporation. 

Dragon: The Bruce Lee Story'*' & O 1994 Universal City Studios. Inc. All Rights Reserved. Licensed by 
MCAAJniversal Merchandising. Inc Game Code $ 1994 Virgin Interactive Entertainment (Europe) Ltd. 
All Rights Reserved. Virgin is a registered trademark of Virgin Enterprises Ltd. O 1994 Atari 
Corporation. Atari, the Atari logo and Jaguar are trademarks or registered trademarks of Atari 
Corporation. All Rights Reserved. This software is authorized by Atari for use with the Jaguar 64-Bit 
Interactive Multimedia System. 
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‘ THE BRUCE LEE STORY 

b , single teacher, ortist or film-star has had more impact on the martial orts 
m Bruce Lee. His influence still lives on in Hollywood stars such os Stephen 
|5*cc)ol and C \aude Van Damme, who have followed in his supremely 

E -ao reographe d footsteps. 

Born in San Francisco on /November 27 1940 - the year of the 
ragon - Lee was christened Li JJun Fan. The name means 'return to San 
rancisco', since his mother, who was to take the family back to Hong Kong less 
I than a year after his birth, felt a return to that city was part of his destiny, 
indeed it was. After a turbulent upbringing, listed as a juvenile delinquent and 
||n regular trouble with the police, Lee's parents paid for martial arts lessons In 
on attempt to shield their son from further harm. Unfortunately for Bruce, no 
one could save him from his own personal fears. These were personified by 
1 he Phantom or 'mythical samurai’ which was to plagium his thoughts and 
dreams throughout his life. 

Lee learnt a style known as wing chun, numed after the woman who 
developed it. Oi is a stripped-down form of kung fu, relying on low kicks and a 
defensive style known as chi sao or 'sticking hand*.' This is a technique which 
Involves responding to your opponents' moves by deflecting their blows with 
minimal efforts. Lee took this style ami refined his own idea, 'no form’ or jun fan 
from it. A blend of many styles including karate, savate, judo and even 
AAithammad Ali s boxing, it was actually inspired by sword fighting, working on 
the concept of parry and counter in one movement. Jt became known as jeet 
kune do, the 'stop-fast' hitting style. 

At the age of 18 he returned to San Francisco as his name had 
predicted. He earned cash as a waiter at hi* aunt's restaurant, giving dancing 
lessons, and demonstrating martial arts. However, it was by giving private 
lessons to wealthier clients from the film industry such as Steve McQueen, 
flames Coburn and Clvis Presley, that earned him both a living and the contacts 
he needed in Hollywood to launch his film career. 

After a difficult start, Lee achieve.! some fame on both sides of the 
Pacific. But it was the success of Way Of The Dragon that finally gave Bruce 
hi* big break in Hollywood. {Enter The Dragon was his first feature there. With 
its fast-paced sequences and violent combat action it made him a world-wide 
celebrity. To date, the film has grossed 5200 million, making it one of the most 
commrrcia successful movies ever made. 

Bruce Lee was pronounced dead on JMy 20 1973, aged 32. 

/Slewspaper reports concerning an affair, rivalry with business associates and 
rumours that he had refused to pay protection money to Triads, continue to give 
credence to the conspiracy theories that suggest he was poisoned, indeed, 
traces of drugs discovered at his post-mortem continue to shroud his death in 
mystery. Some say he fought his final battle against The Phantom, and lost. 

To this day he continues to be front page news in the Far £ast where 
I his legend remains undimmed. 



GETTING STARTED 




Set up your .Atari Jaguar interactvie /Multimedia System 
as described in its instruction manual. Plug in Joypad 1.1 
Df a second player is to join in, plug in Joypad 2. 

Crnsure the Power Button is OPT-. Then insert the 
LVogon Cartridge, its label facing towards you, into the 
Atari Jaguar interactive /Multimedia System and 
press if down firmly. 

Press the Power Button O/N. 1 . After a few seconds, the 
Jaguar Screen will appear. When the Dragon Title 
Screen is shown you are ready to play Dragonl 


I. if the Jaguar Screen doesn't appear, push 
the Power Button OFF. Cnsure your Atari Jaguar 
interactive /Multimedia System is set up correctly and tl\e| 
Dragon Cartridge is properly inserted. Then press the 
Power Button to 0/\1 Always flv Powci 

Buffos is set to OFF before inserting or removing the 
Dragoii Cartridge from the Atari Jaguar interactive 
Multimedia System. 



PLAYING DRAGON 


Button 
13 Button 
C. Button 


Before you begin to ploy, take the time to familiarise yourself 
with the movements and functions of the jloypad. 


HOLD IT! 

• Press the Pause Button to freeze the action.. 

• Press the /\ Button while the action is frozen to select the 
/Music Volume.. 

• Press the. B Button while the action is frozen to select the 
FX Volume. 

| • Press the Jfoypad L(£FT or PUbTHT to adjust the /Music 
j or T-X Volume. 

• Press the Pause Button when the action is )rcizen to 
resume plav. 









TITLE SCREEN 


Afte* - tke Jaguar Screen and Credits kave been skown, tke 
Dragon Title Screen is presented. After a short time tke 1C' 
kigkest scores are displayed. 

Alote tkat if no Button is pressed on a ^Joypacl, a brief 
demonstration of Dragon in action is shown. 



Dress the B, or (Z- Button to call up the CXc\rr\c 
Select screen. 







GAME SELECT SCREEN 



Here's where you 
decide How to ploy 
Dragoni either on 
your own or with o 
friend in a combat- 
intensive version of 
Bruce Lee's life 
story, or as a 
straightforward 
battle between two 
or three Bruce L ee 
characters. 


Four options are presented. The option to be selected or 
changed is indicated by a small yin Vang symbol. AH options 
are chosen as follows ... 


• Press the JJovp.uI up or down to move the Vin 
Yang from option to option. 

• Press A, B or C Button to select the option. 

• Press the Joypad left or right to change the 
indicated option. 

ONE PLAYER STORY GAME Select this to fight opponents controlled 

by the .Atari Jaguar interactive /Multimedia System in a 
progressive battle following the film’s storyline. 




Zhoose this option to enable combat 
between two Bfuce characters (controlled by you and a 
friend) and a jfoguar controlled opponent. 


( Take on another Bruce l_ee 3oguar 
controlled opponent at the scene of your choice. Aide thal 
selecting this option calls up the Battle (Maine Screen (see 
T-HCc BATTLE OA/MC SCROCA' on page 8). 


This option allows you and a friend, eact) 
controlling a Bruce Tee character to fight in a head to head : 
clash to the finish. Alote that selecting this option calls up the 
BATTLE Came Screen (see Tftfc BATTLC OAM<S 
SCROO/N on page 8'. 


i Three Bruce J_ee characters fight 
for glory, with the Atari Jaguar interactive /Multimedia 
System in control of the third player. /Note that selecting this 
option calls up the Battle Game Screen (see TH<£ BAT¬ 
TLE CA/MO SCRCCA1 on page 8). 


i See the names of the ten best players. /Note that 
your high scores will be stored when you turn off your Atari 
^Jaguar interactive /Multimedia System. 


I Calls up the Options Screen (see TTIC OTTiO/NS 
SCROO/N on the next page). 










BATTLE GAME SCREEN 



I Having selected a 

one, two of two 

■ player V (Spu 

, battle, the Battle l i 

Game Screen is 1 

presented. To begin 
play, choose a 
scene from tKe 
• selection of seven ?• 

' (for further details | 

I of tl\e scenes, see 

■ 1 H<£ STACKS ' 

I on page. 27). 


Before you begin a Battle, you may wish to take advantage 
of Inc two further options available on this screen: 


The best of how many fights? 
choose from 3, 4, 5 or 6. 


decide 


The handicap in question is a reduction of a play- 
■ s energy by half, and you can choose to handicap any one 


of the players involved in a Battle (all three if need be). AJote 
that the handicap defaults to y\’0/\'<S for each Battle. 














. '< toy 

i ■: \\'(£R i 


WHAT YOU CAN EXPECT TO SEE 


The screen display is adjusted slightly to suit the mode o| 
play as determined on the (flame Select Screen. 

TWO PLAYER STORY GAME 

AJote that Player 2’s status is not shown in a One Player 
Story Came. 

PLAVeK 1 Scope PLAYER 2 ScOI 

































Straight up of towards or awa V 
from the opponent/ perhaps to avoid low 
attacks or to leap out of a corner. 

• Press the 3°Ypad HP to jump 
straight up. 

• Press the JJoypad LAP and PUCvHT 

or L<£ K l to jump towards or away 
from the opponent. 
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FAST KICK Faster than a Ward Kick but 

weaker with it. 

• Press the C Button to perform a 
Fast Kick. 







FAST PUNCH The fastest move to perfc 

but also the weakest. 

• Press the B Button to perform a 
Fast Punch. 



HARD PUNCH Blower to perform than a 

Fast Punch/ but twice as powerful. 

• Press the Option Button to select 
Hard Punch. 

• Press the A Button to perform a 
•Hard Punch. 



HARD KICK Slower than Fast Kick/ th 

leaving Bruce more open to attack. 

• Press the Option Button to select 
Hard Kick. 

• Press the Button to perform a 
Hard Kick. 


A!OTO: The Option Button is used to switch the functii 
the Button between Hard Punch and Hard Kick. 






CLOSE RANGE ATTACKS 


ote that Bruce will only perform the following moves when 
» is very close to his opponent. 



Ntb To the opponent's midriff. 

Press tke Fast Kick Button to perform 
o Knee. 



SHIN KICK Bruce only performs tkis move 
vvken l\is opponent is croucking. Best 
of all/ tkere's no real defence against 
a Sl\in Kick. 

• Press tke Fast Kick Button to perform 
a Skin Kick. 
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THROW A difficult move to perform Imt 
it is tke most powerful (along witk 
Roundkouse Kick). 

• Press and kold tke Joy pad t-WV’AV 
from tke opponent tken simultaneously 
press tke Fast Punck Button to tkrow 
tke opponent. 





HIM ills Tke best def< 

Flying Kick of Ok op. 

• fiess ike HafJ Kick Button to perfc 
a -Higk Kick. 


against a 


jIUMr A difficult move to perform 
(it can only be used wken an opponen 
is floored)/ but also one of ike most 
rewarding. 

• Press tke Joypad LAP or LAP and 
TOWARDS or AWAY from tke 
opponent tken, wken Bruce is at 
tke peak of tke jump and above kis 
opponent’s ckest, press tke JJeypad 
DOW/M to perform a Stomp. 











MEDIUM RANGE ATTACKS 


ff active when the opponent is within kicking distance. 


i 


1 


ROUNDHOUSE KICK T^vo swift kicks, one aft| 

the other. The second kick, the 
Roundhouse, is the most powerful move 
(along with the Throw). 

• Press the Hard Kick Button TWJC£. . 
to perforin a Roundhouse Kick. 



REVERSE KICK A useful move to perform if 

Bruce's back is turned and the opponent 
is running towards him, especially when ) 
faced with two opponents. 

• Press the ^Joypiid jWA'/Ky from the 
opponent then press the Hard Kick 
Button T Y\UcTr- to perform a 
Reverse Kick. 



SPLIT KICK yVote that Bruce will only per¬ 
form this move when an opponent is either 
side of him. 

• Press the. Hard Kick Button to perform 
a Split Kick. 



JUMPING KICK D\ kas a skorter range 

tkan tke Flying Kick but is just as potent. 

• Press tke ^oypad HP tken, wkile 
Bruce is in tke air, press tke Fast or 
Hard Kick Button to perform a 

^Jumping Kick. 

CHOP One of tke most powerful moves. 

• Press tke 3°VP ai ^ HP tken, wkile 
Bruce is in tke air, press tke Fast or 
Hard Punck Button to perform a 

Okop. 



LONG RANGE ATTACKS 


Brua 1 can leap right across the screen using some o) 
these moves! 



A good long range attack but 
Bruce is left vulnerable. 

• 'Press the Joypad DOW/v) and 

TOWARDS the opponent to perforin 
a Flip then quickly press the 
Hard Kick Button to 

perform a Flip Kick. 



. Towards or away from 
the opponent. 

• Press and hold the Joypad UP 

and TOWARDS or AWAY from the. 
opponent then, while Bruce is 
in the air, press the 

Button to perform a 

Flying Kick. 


FLYING CHOP A more effective version of 

the Chop. 

• Press the JJoypad LAP and 

TOWARDS the opponent then, while? 
Bruce is in the air, press the Fast or - 
■Hard Punch Button to perform a 





DEFENSIVE MOVES 


HluH ULUIK Jlnsi flu.* move* io defend 
against high attacks when Bruce is 
on his feet. 

• Press the Jcypnd AWAV (ram the 
opponent to block an attacking move. 
/Slate that Bruce will only perform this 
move when the opponent is close to him. 


UUIH Useful for avoiding high attacks. 
Press the 3ovpad DOW/sJ to crouch. 


.HUUiniNll BLUW Useful for defending 
against low attacks. 

* Press the Joypact IJOWAI and 

AWAY from the opponent to perform 
C rouching Block. 


FLIP Towards or aw.iy from the opponent. 
The Flip is the most efficient means of 
evading low attacks. 

• Press the 3°yP“d DOWyN! and 
PTTvHT or Lfc.FT to perform a flip 
towards or away from the opponent. 




kom an 



opponent can stun 13r*uce ok even knock 
l\im to ike flooK. 

• P»*ess any Button Kepeatedly to revive 
Bmce wken ke kas keen stunned ok 
flooKed ky an opponent. 



SPECIAL RECOVERY KICK Note ^ +m. 

move only works if Bruce has been 
knocked down. 

• Press the Hard Kick Button 


repeatedly to make Bruce leap up 
with a Kick. 




maneuver can be used to reverse you 
opponents throw* in all three modes. 

• Press away on the JJoypcd and 


simultaneously press the Fast Punch 
Button to counter throw your 
opponent. 





















I 


i 


like the lAltro-Fast Punch but with c\ 
mo»*e powerful kickinq action. 

• "Press the Fast or Hard Kick Button 
repeatedly as quickly as possible to 
perform an LAltra-Fast Kick. 

SOMERSAULT With this special variation of ; 

the /Mantis mode jump Bruce can leap 
the width of screen! 

• Press the jk’VP^d LAP or LAP and 
TOWARDS or ywvy\y from the 

opponent to perfo»*M> a jump and spin 
in that direction. 

ULTRA FAST JUMPING KICK a fast, medium 

range attack. 

• Press the 3°yp <:u ^ LAP then, while 
Bruce is in the air, press the Flard 
Kick Button to perform an L\ltra-Fast 
j?nmpinq Kick. 

ULTRA-FAST FLYING KICK .a io., 9 

range attack - tile mast povvei-ful Pigkter 
yVlode move in fact. 

• Press tl\e jjoypad LIP and 

TOK'ARPS tke opponent tken, vvkile 
Bruce is in ike air, press tke klard 
Kick Button to perform an Ultra-Past 
Plvina Kick. 



















STAB ATTACK yv skort range attack. 

• Press tke klard Kick Button to perform 
a Stab Attack witk ike AJunekaku. 


SWING ATTACK Slower iu a Stab Attack 

but witk a longer range. Tkis move is 
particularly useful when your opponent 
is croucking. 

• Press tke Past Kick Button to perform 
a Swing Attack witk tke AJunekaku. 


SWAPPING HANDS siowiy u.iid u P cki by 

nioving tke yVunckaku between Bruces 
kands. 

• Press a Punck Button to move tke 
AJunekaku between Bruce's kands. 


Htl&'llb Bruce will leap over kis 
opponent and use tke A’unckaku's ckain 
to ckoke tke opponent. ;\)ote tkat Bruce 
must walk into l\is opponent before 
attempting tkis move. 

• Press tke ^cwpcid towards your 
opponent and simultaneously press 
tke Past Punck Button to perform 

tke Aleck-Tie. 







THE STAGES 


Depending on the stage, Bruce will face one or two 
opponents simultaneously. yNJote that tl\e T^D1~^~D(Z.L\LT\ / 
chosen on the Options Screen determines how many Stages 
you can play: VDSXZS- OF (Z-. AKO means you cannot play 
any further than Stage Four, and 0/\SV means Stage 
Seven is as far as you can play. Only By playing AJOR- 
/VVAL or harder will you get to meet The Pkantoml 


: STAGE ONE: HONG KONG The Lantern Festival Dance is Bristling ^fj 

| with sailors spoiling for a figl\t. Beware the sailors chain! 


the chef's miglxty meat cleavers! 


.And into an alleyway. yMind 


; STAGE THREE: SEATTLE The Un.ve.-sHy is where 

Bruce, tackles Scott. Watch out for his special Spin Kick, his 
Shoulder Kick and his novel variation of tlxe -Heimlich 
| yVluneuvrr. 


STAGE FOUR: OAKLAND The Ceorge Wu Gymnasium marks 

I Bruce's first meeting with Johnny Sun - and the place where 
his Back was Broken. Con you avoid JI°h"ny Sun's devastat¬ 
ing moves such as the Throat GraB a.xd Throw and ultimate¬ 
ly change the course of history? 





STAGE FIVE: HONG KONG o„ ,k, gm*» Harvest fiu Set. Tke 

female acrobats wield staffs wkick are used to strike oppo¬ 
nents and pole vault. 

STAGE SIX: BRUCE'S KWOON Scott is back at Bruces sckool wk.se 

ke taugkt 3eet Koon Dm, kis unique brand of martial arts, to 
students suck as actor Steve /McQueen. 

STAGE SEVEN: LONG BEACH STADIUM a iw w »k « difference, 

Bruce must defeat Jlaknnv Sun again, but tkis time witkin 
60 seconds 

STAGE EIGHT: THAILAND On tke Jce -House set of Bruce s first 

film, T-ke Big Boss, jjoknny Suns brotker, Luke is out for 
revenge. Beware kis Foot Sweep and kis Flying Kick. 

STAGE NINE: HONG KONG On tke Snter Tke Dragon Film Set. 

Watck out for tke Claw /Mans metal talons, avoid tke smoke 
ke blows to daz«? Kis opponents/ and don t b«? foolod by K'S 
posincjl 

STAGE TEN: THE GRAVEYARD Wkere Tke Pkantom lurks, armed 

witk a deadly Kwandon. 


TKe fastest but most challenging way to acquire <Thi an.! 
points is in the Bonus Round. .Attack Pete The Dummy, 
bitting the pads for points - and avoiding the sticks. Be 
warned, the more often a pad is Kit, tKe faster tKe stick will 
spin. However, tKe faster tKe stick/pad spins, tKe faster your 
C .Ki level will increase. 


/\’OT<S: Vou can only do Tfl£ BO/\US ROUA’D in 
/Mantis /Mode, tKe otKer combat modes are not availabl. 
at tKis point. 
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PLAYING ADVICE 

• The /'Junchaku may be limited but it 9 the only weapon 
effective, against Tl\e Phantom. Learn to use it - and use 
it well. 

• Bruce has a higher tolerance to injury when in Mantis 
Mode; he's stunned easier when in Fighter or AJunchaku 
Mode. 

• When Bruce and his opponent both leap at each other, 
delay pressing the Kick Button for as long as possible to win 
the attack. 

• The Chop and the Flying Kick are the lies! attacks to use 
against an opponent armed with AJunchaku. Jtt takes prac¬ 
tice to use those moves correctly, but it's worth it. 

• Try to use as many different moves as possible. The more 
you vary your attack, the more unpredictable your opponent 
will find you. 

• Learn to use the moves land especially their ranges) by 
playing a human opponent - without the human! 

• When playing a Battle, keep an eve out for the V"' Vang 
symbols which appear. Be first to collect them for extra Chi. 


Warranty 

Atari warrants to the original purchaser this product to be free from defects in material 
and workmanship under normal authorized use for a Warranty Period of ninety (90) 
days from the date of purchase as evidenced by your receipt. Atari will replace the 
defective software free of charge. After the expiration of the Warranty Period, you 
assume the entire cost of all necessary servicing, repair or correction. 

The warranty is null and void if the cartridge has been opened and/or any parts were 
removed or if software or any accessories other than those authorized by Atari are 
used in connection with this product. Warranty does not cover accidental or intended 
damage or neglect. If the product displays a fault within the warranty period, the user 
should return it to his place of purchase, who will follow the required procedure to 
obtain a replacement. 

In no event shall Atari be liable for consequential or incidental damages resulting from 
the breach of any express or implied warranties. Some states do not allow limitations 
on how long an implied warranty lasts or exclusion of consequential or incidental dam¬ 
ages, so the above limitation or exclusion may not apply to you. 
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